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Getting Started 


Equipment You Need 
1. Monitor or 


2. 64K Apple Il Plus, /le, llc, llc Plus, or IGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 


Loading Microzine Jr. 
1. Open the disk drive door. 


2. Hold the disk with the label end facing you. 


. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 


slowly with the label facing down. 


4. Close the disk drive door. 
~ 5. Turn on the computer and monitor (or TV). 





Using Microzine Jr. 


Using the Microzine Jr. Hand 


You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or the IJKM keys to move 
the Hand. Type ?, or choose Hand Tutorial, on the Microzine Jr. 
Guide to learn how to use the Microzine Jr. Hand icon. 
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The Microzine Jr. Guide 


The Microzine Jr. Guide lists the Microzine Jr. options in a collection 
of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want todo. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 


Troubleshooter 

We included this section in the Microzine Jr. Handbook to help you if 
you run into problems using Microzine Jr. Each Microzine Jr. 
program is documented in the Handbook, and specific hints for using © 
the program are included there. However, we occasionally receive 
calls about more general problems. 


LOADING MICROZINE Jr. 

If Microzine Jr. does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


APPLE Ilc PLUS 

Microzine Jr. programs run most effectively when the Apple llc Plus is 
running in slow mode, rather than fast mode. Put the Microzine Jr. 
disk in the drive. Hold down the Open Apple key, the Control key, 
the Reset key and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine Jr. program in slow 
mode. 
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What You Will Find 


With "Shape Machines," you will use the Microzine Jr. Shape 
Machines to change one set of shapes into another. Keep changing 
the shapes until you reach the goal! 


Copy "Shape Machines" 


Microzine Jr. is committed to offering your students programs that will 
challenge and reinforce their critical thinking skills. To make these 
programs accessible to your entire class, Scholastic grants you 
permission to make one copy of the Critical Thinking program in this 
issue for each of your students. See the Computer Stuff feature on 
the Microzine Jr. Guide to learn how to copy "Shape Machines." 
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"Shape Machines" MAIN MENU 


"Shapes Machines" has two functions, or things you may do. They 
are PLAY "SHAPE MACHINES" and INSTRUCTIONS. 


“SHAPE MACHINES" Main Henu 


rl ae @ Play SHAPE MACHINES 


© Instructions 


Use arrous or IJKM to move the Hand. 
Press RETURN to choose or ESC to quit. 





PLAY "SHAPE MACHINES" 


Choose this function to solve one of the 45 Microzine Jr. putes we 
made foryou. 


The program will display the PLAY "SHAPE MACHINES" menu. On 


this menu you can choose Easy Puzzles, Medium Puzzles, or 
Challenging Puzzles. 


Play “SHAPE MACHINES" 


sg °° Easy Puzzles 


6 Medium Puzzles 


6 Challenging Puzzles 


Use arrows or IJKM to move the Hand. 
Press RETURN to choose or ESC to back 
up. 
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Use the arrow keys or IJKM to choose the type of puzzle you want to 
solve, then press Return. 


Solving a Shape Puzzle 
The program will display one or more shapes at the top of the screen. 
These are your Starting Shapes. 


The program will also display one or more shapes in the Goal Box at 
the bottom of the screen. These are your Goal Shapes. 


In between the Starting Shapes and the Goal Shapes are the Shape 


Machines. 
Starting Shapes 







Shape Machines 


Goal Shapes 


Ce 
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vse arrows or IJKA to pant to a 
Shape, then press RETURN. Press ESC 
to quit. 








To solve a puzzle, you need to change the Starting Shapes into the 
Goal Shapes. On the front of each Shape Machine is a set of smaller 
shapes. These smaller shapes are the rules for that machine. 


For example, if the machine rules show a triangle at the top and a 
square at the bottom, the Shape Machine will change a triangle into a 
square. 


Move the Hand to the Starting Shape you want to work with, then 
press Return. 


The Hand will "pick up" the shape. Move the shape to the as 
Machine you want to use. 
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Press Return to "drop" the shape inside the Shape Machine. The 
new shape will fall out of the Shape Machine and move next to the 
Starting Shapes at the top of the screen. 


Continue picking up and dropping shapes until you have turned the 
Starting Shapes into the shapes pictured in the Goal Box. | 


If you make a mistake, press the Space Bar to undo your last move. 
The shape will move backward through the Shape Machine. Use the 
Hand to carry the shape to the Starting Shapes and press Return. 


When you have solved a shape puzzle, "Shape Machines" will 
congratulate you! Then the program will ask if you want to solve 
another puzzle. 


Choose Yes to solve another puzzle. The program will load another 
puzzle of the same level of difficulty. . 


Choose No to return to the PLAY "SHAPE MACHINE" menu. 


INSTRUCTIONS 


Choose this function to read about solving shape puzzles. 
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: | A Twistaplot ™ 
WALKABOUT Adventure 





What You Will Find 


In "Walkabout" you will travel with your class to Australia. You will 
meet Evonne, your guide. Evonne will teach you how some. 
Australian animals survive in the wild. If you follow Evonne's 
instructions, you will receive a surprise! 


Reading "Walkabout" 


Use the Kangaroo cursor to point to what you want to do. When the 
Kangaroo cursor is pointing to what you want to do, press Return. 
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Use the arrow keys or IJKM to move the Kangaroo cursor. 


Options 


"Walkabout" has six options, or things you may do. They are Go On, 
Yes, No, Screen, Printer, and Quit. 


Go On: Choose this option to read the next screen. 
Yes: Choose this option to answer yes to any question. 
No: Choose this option to answer no to any question. 


Screen: Choose this option to. see Evonne's gift displayed on the 
screen. 


Printer: Choose this option to print Evonne's gift. Your printer must 
be connected to Slot 1. Make sure that the paper is aligned and your 
printer is turned on. 


Quit: Choose this option when you are finished reading 
"Walkabout." 


The program will ask, "Are you sure you want to quit?" Choose Yes if 
you want to quit. Choose No if you want to continue reading. 
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What You Will Find 


_With “Fill-in Fun" you will read stories with missing words, or blanks. 
You may fill in the blanks with words, pictures, or sounds. Every time 
you fill in the blanks, you will get a new, and possibly very silly, story. 
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"Fill-in Fun" MAIN MENU 

"Fill-in Fun" has four functions, or things you may do. They are 
MAKE A STORY, READ THE STORY, EDIT THE STORY, and 
INSTRUCTIONS. 


“FILL-IN FUN" Main Menu 


Use the arrow keus or I[JKMH to choose, 
then press RETURN. Press ESC to quit. 





MAKE A STORY 
Choose this function to make a "Fill-in Fun" on There are 10. 
Microzine Jr. stories for you to complete. 


A story will appear on the screen. Use the ¢ or -—» key to move 
the blinking arrow from blank to blank. 


When the blinking arrow is pointing to a blank you want to fill in, press 
Return. 
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The program will ask if you want to fill in the blank with a word ora 
picture. 


The lights in the 
theater go out.You 
sit back in your 
seat to watch *The 
Return of the 


33 
® 


Ps | Do you Hantto fillin the blank with: 


arrons or fJKM choose, RETURN selects. 





Use the arrow keys or IJKM to choose, then press Return. 


For example, choose Picture. The program will display the Choose a 
Picture menu. 
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Use the arrow keys or IJKM to move the 
box. Press SPACE BAR to see nore 
Pictures. Choose a Picture, and press 
RETURN. 
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Use the arrow keys or IJKM to move the box to the picture you want 
to use, then press Return. 
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The program will return to the story. The picture you chose has filled 
in the blank. 


The lights in the 
theater go out. You 
sit back in your 
seat to watch *“The 
Return of the 


ee 


ees 


Oo you also want a sound for this blank? 


Ho 


Arrous or IJKM choose, RETURN selects. 





‘You may also choose to fill in the blank with a word. 






eae CHOOSE A HORD e 
ball closet rainbdon 







ladybug gift Monster bear 
doll flamingo doughnut bee 
bicucle pizza Pillow lariat 
bell sandal conb piano 
parrot carrot prize ribbon 





boot 
tiger canoe rat 





eye colt 






skeleton 









spider 


Use the arrow keys or IJKH to move the 
box. Choose a word, and press RETURN. 


Use the arrow keys or IJKM to move the box to the word you want to 
use, then press Return. 
After you choose a picture or a word, the program will ask if you want 


a sound to go with the word or picture you chose. Choose Yes or 
No, then press Return. | 
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The program will display the Choose a Sound menu. 


CooL! TOTALLY! FORSURE! 
Ha HA! OH HO! HI MOM! ONE! 
THO! THREE ! FOUR! FIVE! 
OKAY ! Go! No! YES! 


POP FUN HORN LASER TRUMPET 


FLUTE SCRATCH WHISTLE OOMPAPA 
FUNFLUTE WORN  6UBBLES SAX 
BOAT GUITAR TUNE UP PIEDPIPE 


Press the SPACE BAR to hear a sound. 


use the arrow keys or IJKM to move the 
hox.Choose a sound, an@ press RETURIt. 





Use the arrow keys or KM to move the box to the sound you want, 
then press Return. 


For example, you might want to choose the sound, "Oh No!" to go 
with the word, "spider." 


The program will return to the story. Press the Space Bar to hear the 
sound you chose. 


Continue selecting words, pictures, and sounds until you fill in all the 
story blanks. 


Press Esc to return to the "Fill-in Fun" MAIN MENU. 
READ THE STORY 


Choose this function when you are finished filling in a story's blanks. 


The program will display your story, one page at atime. Press Return 


_ to turn the pages as you read. Press the Space Bar to hear the 


sounds you chose. 


Press Esc to return to the "Fill-in Fun" MAIN MENU. 
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EDIT THE STORY 


Choose this function to change any of the words, pictures, or 
sounds you used to fill-in in your story. 


Use the ¢ or —» key to move the blinking cursor to the word, 
picture, or sound you want to change, then press Return. 


INSTRUCTIONS 


Choose this function to read about making, reading, and editing "Fill- 
in Fun" stories. 
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ROCK AROUND | 4 visual 


Discrimination 


THE BLOCK Program 








What You Will Find 

We've given you some puzzling blocks to play with in "Rock Around 
the Block!" Your job is to turn the blocks around until you make a 
picture. 


"Rock Around the Block" MAIN MENU 


"Rock Around the Block" has two functions, or things you may do. 
They are PLAY "ROCK AROUND THE BLOCK” and 
INSTRUCTIONS. 


PLAY "ROCK AROUND THE BLOCK" 


Choose this function to solve one of the six Microzine Jr. blocks 
puzzles. 
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The program will display the PLAY "ROCK AROUND THE BLOCK" 
menu. On this menu you. can choose to solve Easy Puzzles, 
Medium Puzzles, or Challenging Puzzles. 


“ROCK AROUND THE BLOCK" Main Menu 


gf: * Play ‘ROCK AROUND THE BLOCK‘ 


0 Instructions 


Use the arrous or IJKM tO move the Hand. 
Press RETURN to choose oreéesc to quit. 





Use the arrow keys or IJKM to choose the type of puzzle you want to 
solve, then press Return. 


Solving a Block Puzzle 
The program will display a group of blocks. 


¥ 


Use the arrous or 
IJKM to move 
cursor box. 

Press RETURN to 
choose or €SC to 
back up 


IRATE 


me ot oo 
= = 
mx et ot 
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Use the arrow keys or IJKM to move the box to the block you want to 
“turn,” then press Return. 


20 Student Handbook 





Use the ¢ or — key to "turn" the block. 


When you see the picture you want, press Return again. The cursor 
box will reappear. 


To solve an easy or medium puzzle, you need to turn the blocks so 
that all the pictures match. 


To solve a challenging puzzle, you need to turn the blocks so they 
make one picture. 
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COMPUTER _ 
STUF F . A Utility 
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i 
What You Will Find 


“Computer Stuff" has two functions, or things you may do. They are 
COPY A PROGRAM and INITIALIZE A DISK. 


COPY A PROGRAM 


Microzine Jr. is committed to offering your students programs that will 
challenge and reinforce their critical thinking skills. To make these 
programs accessible to your entire class, Scholastic grants you 
permission to make one copy of the Critical Thinking program in this 
issue for each of your students. 





- You may use any ProDOS copy utility to make copies of "Shape 
Machines" to share with your friends. Follow the directions on your 
copy utility to copy a disk. 
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NITIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press Return. 


A data disk is a blank disk (or one that you don't mind erasing) that 
has been initialized by Microzine Jr. Initializing a disk gets it ready to 
save your data for Microzine Jr. 





The program will tell you that you need a blank disk, or one you don't — 
mind erasing. The Hand will be pointing to Next. Press Return. 


The program will tell you to put the disk into Drive 1. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to Yes or No, and then press Return. 


The program will initialize the disk. Then the Computer Stuff list of 
functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 
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TEACHER'S GUIDE 





MICROZINE JR. 
SCOPE & SEQUENCE 
CHART 
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SHAPE Microzi r.'s Critical 
MACHIN E S wong an ttn 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: goal, undo, diamond, triangle, square, 
circle, shape 


SCHOOL ACTIVITIES 

CRITICAL THINKING/MATH: Have students keep track of the 
number of steps and machines they used to create the Goal Shapes 
in each puzzle. For each puzzle, have students determine the 
fewest number of steps to solve the puzzle. Then ask students to 
come up with an alternate solution for each puzzle, using different 
steps and machines. Students might find page 29 of this guide 
helpful in completing this activity. 





ART & DESIGN: Have students pretend they are architects and that 
they have been given the job of designing a house using the six 
shapes in "Shape Machines." Have students draw their designs and 
present them to the class. 


HOME ACTIVITIES 


ART & DESIGN: Have students design a dream Shape Machine. 
Have them think about the following questions: What would the 
machine be used for? What would you put into it? What would come 
out of it? Would they use it at home or at school? 


Have students draw a picture of themselves using the machine. 
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A Twistaplot ™ 


WALKAB OUT Adventure 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW: habitat, vibrate, spur, wedge, burrow, 
enemy, rancher, walkabout 


SCHOOL ACTIVITIES 


GEOGRAPHY: Have students trace a map of Australia and show the 
location of Sydney. Have them consult an encyclopedia or other 
reference book and write a short description of Australia's geography 
(mountains, rivers, lakes, forests, etc.). Ask students why Australia is 
an ideal habitat for the walkabout animals you have read about. 





SCIENCE: Are there other Australian animals, such as the crocodile 
or the wombat, that your students would like to learn about? Have 
students look them up in an encyclopedia or another reference book 
and then make up fact sheets similar to the ones they received as 
gifts from Evonne. — 


HOME ACTIVITIES 


ART & DESIGN: Have students draw pictures of their favorite 
walkabout animal. Have them write a caption under the picture 
describing why the animal is their favorite. 





Have students illustrate the fact sheet they printed by drawing or 
gluing a picture of the animal cut out from a magazine photograph 
onto the fact sheet. 


Here are some hints to help you on your “Walkabout:" 
PLATYPUS: Hide underwater. Don't go to the forest. Look around the bend of the river. 
EMU: Take a rest. Run away when you hear the rustling sound. Look for wild fruit. Walk near the lizard. 


DINGO: Find more dingoes to help you. Do not hunt behind the fence. Hunt the camels. Keep hunting camels. Look for a water hole 
that is not behind a fence. ; 


EAGLE: Hunt in the forest. Hunt the kangaroo rat. Hunt something else besides the dingo. Don't hunt the platypus. Eat the sheep. 
Fight the dingo. 


KOALA: Leave the tree when you hear a rustling sound. Stay in the tree instead of looking for food. Don't look for dirt. Leave the 
platypus alone. 


KANGAROO: Don't race to the water hole. Leave the koala alone. Help the male kangaroo protect the mob. Drink with the camels. 
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A Language Arts 


FILL-IN FUN Progam 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: edit, galaxy, magician, bouquet, 
scavenger hunt, fossil 


SCHOOL ACTIVITIES 


LANGUAGE ARTS: Explain to students that all of the words and 
pictures used in "Fill-in Fun" are nouns. Have students create their 
own word lists and draw their own pictures of nouns. Then have 
students reread the "Fill-in Fun" stories, substituting their own 
nouns and pictures. 


WRITING: Have students write their own short stories, leaving blanks 
for some nouns. Have students exchange stories and fill in the 
blanks. 


HOME ACTIVITIES | 
ART & DESIGN: After students read the short story called "Dig This!" 
have them explore their own backyards for items to use in a "junk" 
sculpture. Have students create their sculptures and present them 
to the class. Or, have each student contribute one item to a class 
sculpture. | 
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ROCK AROUND 4 Visual 


Discrimination 


THE BLOCK Program — 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: match, rotate, block 


SCHOOL ACTIVITIES 

CAUSE AND EFFECT: Explain to students that pressing the right 
arrow key causes the block to turn to the right and pressing the left 
arrow key causes the block to turn to the left. Create a "living 
keyboard" by choosing four students to represent arrow keys. Have 
each child hold a piece of paper, with an arrow that points either up, 
right, left, or down. Have other students call out a student's name 
who must act out the direction of the arrow they are holding. For 
example if a student is holding the right arrow, and his or her name is 
— called, she or he would move to the right. If the child is holding an up 
arrow she would jump up. If he or she is holding a down arrow she 
would squat down. 


HOME ACTIVITIES 

OBSERVATION/SPATIAL RELATIONS: Have students collect 
shoe boxes, cereal boxes, or other boxes to cover with white paper. 
Have them draw any object that has a left, right, up, or down 
orientation (for example, a hand pointing up) on one side of the box, 
- and the same object with a different orientation on each of the 
remaining sides. Then have students arrange the boxes in a grid and 
jumble the sides. Challenge students to create a uniform grid in the 
least number of moves. 
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"Shape Machines" ACTIVITY PAGE 


WHAT DID YOU DO? 


With "Shape Machines," you changed the Starting Shapes into the 
Goal Shapes. Use the chart below to keep track of how many 
machines you used for each puzzle. 





Draw a mark on the line every time you use a machine in each puzzle. 


EASY MEDIUM CHALLENGING 


Puzzle 
Puzzle 
Puzzle 
Puzzle 
. Puzzle 
Puzzle 
Puzzle 


oN OO BRwWD = 


Puzzle 
Puzzle 9 
Puzzle 10 
Puzzle 11 
Puzzle 12 
Puzzle 13 
Puzzle 14 
Puzzle 15 
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"Walkabout" ACTIVITY PAGE 


THE MATCH GAME 


In "Walkabout," Evonne tells you about animals that are your 
enemies for each of the six walkabout animals. Animals that hunt 
other animals are called predators. Animals that are hunted by other 
animals are called prey. 


Draw a line from the walkabout predator to its prey below. If you are 
not sure of an answer, read "Walkabout" again. 


We have matched one predator with its prey. (Hint: the prey names 
may be used more than once.) 


PREDATORS PREY 
Dingo Kangaroo 
a Platypus 
Wedge-tailed eagle Koala 
Emu 
Dingo 


Wedge-tailed eagle 


This activity page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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Dear Educator, 


We created this Guide especially for you, to assist you in fully integrating 
Microzine and Microzine Jr. into your curriculum. The Guide is divided into three 
sections: 


I. R@itbwureeliosssw cerera.< 


A List of Microzine & Microzine Jr. Programs by 
Curriculum Area : 


: Use this section to find Microzine and Microzine Jr. programs by curriculum 


area. For example, you would go to this section to find every Microzine Jr. 
program that reinforces math skills. The issue number in which each 
program appears follows the program title. : 


Issue | Geteles-< 


A Description of Microzine & Microzine Jr. Programs by Issue 
Use this section to read descriptions of each program. The curriculum 
areas and skills addressed in the program are highlighted. 





Program Index 





An Index of each Microzine and Microzine Jr. Program 

Use this index to learn the issue number in which a program appeared. 
For example, if you wanted to learn more about “Roundup,” look in the 

index, and turn to the issue listed. The content and curriculum areas of 
“Roundup” are described on that page. 


Microzine and Microzine Jr. provide a wealth of learning opportunities in every 
curriculum area. We hope this Guide will help you find the specific programs that 
will keep your students actively and enthusiastically learning throughout the year. 


Sincerely, 


Amy E. McKinley 
Editorial Director 
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A List of Microzine & Microzine Jr. Programs by Curriculum Area 


Use this section to find Microzine and Microzine Jr. programs by curriculum area. 

For example, you would go to this section to find every Microzine Jr. program 
that reinforces math skills. The issue number in which each program appears 

follows the program title. The Microzine Jr. curriculum areas begin on page 9. 
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Critical Thinking Issue 


Adventures in the Microzone, Twistaplot 4 
BASIC pee 17 
Big Nap, The, Twistaplot 9 
Brain Drain, Twistaplot 7 
Captains of the China Trade, The, Twistaplot 24 
City Blocks Zz 
Constellation Odyssey, Twistaplot 27 
Contraptions 30 
Cosmic Heroes, Twistaplot 25 
Dark Tower, The, Twistaplot 11 
Double Vision | 30 
Dr. Maxwell's Molecule Magic 24 
Escape From ANTcatraz, Twistaplot 23 
Fabulous Kids 21 
Fences 5 
Fossils Alive!, Twistaplot 6 
Funhouse Caper, The, Twistaplot 14 
Game Plan 31 
Haunted Channels, The, Twistaplot 22 
Haunted House, Twistaplot 1 
Heroes & Villains — 20 
History Mystery, Twistaplot 18 
Interactions 20 
Keyboarding | 15 
Learning Machine, The 25, 27 
Light on Target 29 
Malice in Wonderland, Twistaplot 19 
Marvelous Menagerie 17 
_ MicroAgent of the Body Guard, Twistaplot 17 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor, Twistaplot 3 
Myths of Olympus, The, Twistaplot 29 
Northwoods Adventure, Twistaplot 2 
Picture This 25, 26, 28, 29 
Pirates of the Soft Seas, Twistaplot 5 
Puzzler 7 14 
Quest for the Pole, Twistaplot 28 
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Issue 
Rebus Maker 27 
Robot Rescue, Twistaplot ras 
Rose & Calumny 18 
Roundu 15 
Secret Coder 11 
Secret of the Sphinx, The 13 
Shifty Shapes 16 
Shot Heard ‘Round the World, The, Twistaplot 10 
Sound Lab 28 
T-Shirt Puzzles 12 
Tag 3 
Tickets to America, Twistaplot 16 
Toward the North Star, Twistaplot 30 
Traps 4 
Traveler's Guide to Fantastic Places, A 16 
2088: An Oval Office Odyssey, Twistaplot | 15 
Volcanic Voyager, Twistaplot Joos 
Voyage to See What’s on the Bottom, Twistaplot 20 
Wagons West, Twistaplot | he 
Wizard of Darkling Wood, The, Twistaplot 26 
Zazoo Come Home, Twistaplot 8 
Fine Arts 
Animation Lab 19 
Cartoon Maker 14 
City Blocks 7 
Drawing Board 8 
Keyboarding 15 
Melody Maker 2 
Poster 1 
Poster Maker 30 
Screen Artist 7 29 
Math 
Budget Maker 9 
Estimator 15, 19 
Log-lt! 4 
Malice in Wonderland, Twistaplot 19 
Math Mall 22, 23, 26 
Rose & Calumny 18 
Roundu 15 
ScholastiCalc 18 
Shifty Shapes 16 
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— Programming Issue 
Amazing Robot 3 
Amazing Robot Il 5 
BASIC Training 17 
Poster 1 
Reading ; 

Adventures in the Microzone, Twistaplot 4 
Ask Me 1,4 
Back Page 7-13 
Big Nap, The, Twistaplot 9 
Bookstore . 3 
Brain Drain, Twistaplot 7 
Captains of the China Trade, The, Twistaplot 24 . 
Constellation ha fee Twistaplot 27 
Cosmic Heroes, Twistaplot 25 
Dark Tower, The, Twistaplot 11 
Escape FromANtTcatraz, Twistaplot 23 
Fabulous Kids , 21 
Fossils Alive!, Twistaplot — 6 
Free Store 6 
Frog and the Fables, The, Twistaplot 13 
Funhouse Caper, The, Twistaplot 14 
Haunted Channels, The, Twistaplot 22 
Haunted House, Twistaplot 1 
Heroes & Villains 20 
History ise. Twistaplot 18 
Inventors and Inventions 14 
Malice in Wonderland, Twistaplot 19 
Marvelous Menagerie 17 
Micro-Toon | 12 
MicroAgent of the Body Guard, Twistaplot 17 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor, Twistaplot 3 
Myths of Olympus, The, Twistaplot 29 
Northwoods Adventure, Twistaplot 2 
Pirates of the Soft Seas, Twistaplot 5 

~ Quest for the Pole, Twistaplot 28 
Robot Rescue, Twistaplot 21 
Secret of the Sphinx, The 13 
shot Heard ‘Round the World, The, Twistaplot 10 
Tickets to America, Twistaplot 16 
Toward the North Star, Twistaplot 30 
Traveler's Guide to Fantastic Places, A | 16 
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Reading (continued) Issue 
2088: An Oval Office Odyssey, Twistaplot 15 
Volcanic Voyager, Twistaplot 31 
Voyage to See What’s on the Bottom, Twistaplot 20 
Wagons West, Twistaplot 12 
Who’s Who in Outer Space 13 
Wizard of Darkling Wood, The, Twistaplot 26 
Word Ladder : 2 
Zazoo Come Home, Twistaplot 8 
Science 
Constellation Odyssey, Twistaplot 27 
Cosmic Heroes, Twistaplot 25 
Dr. Maxwell's Molecule Magic 24 
' Escape From ANTcaitraz, Twistaplot 23 
Interactions 20 
Inventors and Inventions 14 
Learning Machine, The 20,27 
Light on Target 29 
Marvelous Menagerie Wy 
MicroAgent of the Body Guard, Twistaplot | 17 
Ride the Wind 2 
earn 10 
Solar Pilot 16 
Sound Lab 28 
Sound Off! | 6 
Travelers Guide to Fantastic Places, A 16 
Volcanic Voyager, Twistaplot 31 
Who’s Who in Outer Space 13 
Social Studies/History 
Calendar 19 
Captains of the China Trade, The, Twistaplot 24 
Double Vision 30 
Free Store 6 
History Mystery, Twistaplot 18 
Inventors and Inventions 14 
Olympic News 6 
Quest for the Pole, Twistaplot 28 
Shot Heard ‘Round the World, The, Twistaplot 10 
Survey Taker 7 
Tickets to America, Twistaplot 16 
Toward the North Star, Twistaplot 30 
2088: An Oval Office Odyssey, Twistaplot 15 
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Social Studies/History (continued) Issue 
Wagons West, Twistaplot 12 
Who’s Who in Outer Space 13 
Writin 

Banner Maker : 24 
Billboard 10 
Blueprint Maker 25 
Calendar 19 
Cartoon Maker 14 
Congratulations! 26 
Fill in the Blanks 21 
Greetings! | 23 
Letter Writer 18 
Log-lt! 4 
Newspaper Maker 12 
NewsPrint 22 
Poster Maker 29 
Presenting! | 31 
Puzzler 14 
Quizzler 9 
Rebus Maker 27 
Secret Coder 11 
Secret Files 1 
Secret Journal 8 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 
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Critical Thinking 
Board Silly 
Crickety Manor, Twistaplot 
Eye Spy 
Fuzzy to Focused 

Going Sul) 
Great Frankfurter, The, Twistaplot 
Jigsaw Puzzler 
Micro Mystery 
Safari!, Twistaplot 
Talk to B.E.R.T. 
Where Is Piggy?, Twistaplot 
Your Town, Twistaplot 
ZooStorm, Twistaplot 


Fine Arts 
Going Dotty 
Mask Maker 


Math 

unl emi ; 
ae Maker 
Math Ani-Mall 


Reading 

Crickety Manor, Twistaplot 

Great Frankfurter, The, Twistaplot 
Micro Mystery 

Safari!, Twistaplot 

Storybook Maker — 

Where Is Piggy?, Twistaplot 

Your Town, Twistaplot 

ZooStorm, Twistaplot 


Science 
Safari!, Twistaplot 
Something Fishy 
Talk to B.E.R.T. 
Video Garden — 


Social Studies/History 
Your Town, Twistaplot 


Writing 
Storybook Maker 


Issue 
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Charter, 1, 4 
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A Description of Microzine & Microzine Jr. Programs by Issue 


Use this section to read the descriptions of each program. The curriculum areas 
and skills addressed in the program are highlighted. | 


Issue 1 


Haunted House 

This language arts Twistaplot adventure finds the student in a haunted house 
peopled by the wise-cracking Murray the Ghost and the evil Nilvail. The outcome 
of the story is determined by the choices the student makes. 


Secret Files 

This program introduces students to the concept of databases, as they create 

an electronic file of cards, filed alphabetically or numerically. Students can search 
through the cards. This program builds language arts and problem-solving 
skills. 





Poster 
Students use their cursor as a paintbrush to create colorful posters in this art & 
design program. Using a simple programming language, students choose from 





a palette of 16 colors and the sound they want the brush to make as it draws their 
poster. 


Ask Me 

This computerized interview introduces students to actor Robert MacNaughton, of 
“E.T.” fame. Students select sentence fragments to construct questions to ask the 
actor, building language arts skills and computer literacy. Robert asks students - 
a question or two as well! 





Issue 2 









Northwoods Adventure 


In this Twistaplot adventure students read for detail and comprehension as they 
go on acamping trip to Minnesota’s Northwoods. 


Melody Maker 
This program allows students to create music with notes, colors, or shapes. 


Students will be introduced to elementary principles of music and math as they 
| create their own compositions or alter the melodies provided in the Student 
Handbook. — 
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Issue 2 (continued) 
Ride the Wind 


This simulation of a hot-air balloon race challenges students to form hypotheses 
and make predictions as they race against each other or the computer. The 
scientific principles of how hot-air balloons fly are included in a mini-tutorial. 







Word Ladder 

Students’ vocabularies will be tested and enriched by playing this challenging 
word game. Students must construct word ladders of varying lengths by 
changing words one letter at a time. 





Issue 3 


Mystery at Pinecrest Manor 

This Twistaplot adventure casts students in the role of amateur sleuths as they 
read for detail and comprehension to find the missing Egyptian statue. Their 
map skills will also be tested as they check each room in Pinecrest Manor, read 
the database of interviews with each suspect, and use their skills of inference 
and deduction to catch the thief. 


Amazing Robot 

Students will program the amazing robot through tricky mazes using a simple 
LOGO-like programming language. Students can save their routines on a data 
disk and edit them. 










Bookstore 
This program is a database of 200 books. Students can browse through the 

database by title, author, or other categories and read plot descriptions while 
they are introduced to the concept of managing information in a database. 







Tag 
This computerized version of tag tests students’ strategy skills as they press 
keys to avoid an electronic net. 









Adventures in the Microzone 
In this language arts Twistaplot adventure, students suddenly find themselves 
two inches tall. They are confronted with such obstacles as their pet cat anda 
pile of laundry that test their problem-solving skills. 
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Issue 4 












Log-It! 
This math and problem-solving program allows students to keep track of all the 
numerical data in their lives: grades, allowances, team scores, and more. The 

program will total and average the data the student enters. 








Ask Me: Tom Snyder 
This computerized interview introduces students to computer game designer 
Tom Snyder. Students select sentence fragments to construct questions to ask 
the designer, building language arts skills and computer literacy. Tom asks 
students a question or two as well! 


Traps 
This problem-solving program encourages students to work cooperatively to trap 
the Green Meanies. Cooperation increases their score. 





Issue 5 


Pirates of the Soft Seas 

This problem-solving Twistaplot adventure finds the student matching wits with 
some bumbling pirates on a Caribbean island. Students solve riddles, rebuses 
and math puzzles to locate buried treasure. 














Story Teller 
This word/picture processor makes writing stories easy and fun. Students may 
also arrange drawing pieces to make pictures to illustrate their stories. Stories 
may be saved on a data disk, edited, and printed. 


Amazing Robot II 

Students will learn the basics of programming using this LOGO-like language. 
Programming simple commands will make the amazing robot move through 
mazes and draw colorful pictures. 


Fences 

This logic and strategy program may be played against an opponent or the 
computer. Students compete to claim the greatest number of squares by “fencing” 
the squares in. 
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Issue 6 


Fossils Alive! 

This language arts Twistaplot adventure sends the student back to prehistoric 
times. By reading for detail and comprehension and using problem-solving 
skills, students choose which items to bring on their adventure and make decisions 
that affect the story's outcome. , 


Olympic News 

This electronic newspaper allows students to read all about the history of the 
Olympics and some of the great athletes of the past. Students may add their own 
information and update old records, building writing skills. The Olympic trivia quiz 
is as educational as it is fun. 


Free Store 
This database of free, or almost free, mail-order items will intrigue students and 
encourage their writing skills as they send for brochures, historical booklets and 
other items. (Note: this database was written in 1984, and not all items listed may 
still be available.) 7 











Sound Off! 
Students expand their creativity as they arrange, save, edit and play lists of 

sounds, chosen from the 40 sound effects. The sounds may be used to enhance 
oral reports, or dramatized readings that students have written. 





Issue 7 
Brain Drain 


This science-fiction Twistaplot pits the student against the villain Pnowo-Ledge. 
Students must read for detail and comprehension as they search the galaxy for 
the answers to eight puzzles that will release a kidnapped scientist held on the 
planet Octloch. If students are successful they will graduate from Moon Scout to 
Star Scout. 


Survey Taker 

This utility program allows students to make surveys and display the results in table 
and bar graph form. The questions may be multiple choice, true-false or open- 
ended. “Survey Taker” enhances students’ writing, math, and social studies 
skills. 
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Issue 7 (continued) 
City Blocks 


This art & design program stars an animated construction worker. Students direct 
the worker to pick up shapes of buildings, cars, trees, clouds, and more, and 
arrange them to create a city scene. Students may also edit the form and color of 
each shape. A print option is included. 












Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 





Issue 8 


Zazoo Come Home 
This language arts Twistaplot adventure begins with the theft of the short story 
written for a school assignment. Anwee, the Evil Dullard, is the thief, and students 
must adventure through storybook land to retrieve the story. Using the cloze 
reading technique, the student completes the partially erased story, rescues a 
character named Zazoo, and saves the day. 













Secret Journal 

This writing tool allows students to turn their computer into an electronic diary, 
locking away their entries with a secret password. Students may choose to free- 
write, or to use one of many sentence starters to help them start writing. Journal 
entries from such writers as Beatrix Potter, Anne Frank, and Lewis and Clark are 
included as inspiration. 









Drawing Board 
Students create beautiful computer graphics with this drawing tool. They choose 
from a palette of 16 colors and several brush styles. The program allows students 
to draw boxes, lines, circles, and to fill the shapes with color, or to free draw. 
Pictures may be saved, edited, and printed. 








Back Page 


This language arts program is a collection of programs: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 
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Issue 9 
The Big Nap 












Tex Cody, the computer cowboy, has been kidnapped. Students assist hard-boiled 
private-eye Rusty Rayburn on the case. Students read for detail to collect clues, 
and translate private-eye lingo to crack this Twistaplot mystery. 







Budget Maker ; 
This math program allows students to keep a running balance sheet of one or more 
budgets, organizing them alphabetically, by date or by amount. Students may 

write brief descriptions of each entry, and then choose to print their budgets with or 
without the descriptions, or to print selected entries from their budgets. 


Quizzler 
This language arts and math program allows students to make and take quizzes. 
There are several Microzine quizzes included, with three levels of difficulty. Quiz 

scores may be saved on a data disk and displayed on a bar graph. 










Back Page . : 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 













The Shot Heard ‘Round the World 
This historical Twistaplot adventure is set in the Boston area during the battles of 
Lexington and Concord at the beginning of the Revolutionary War. Students learn 
about actual events as they join Paul Revere’s network of spies to deliver secret 
messages and hide supplies. Students will also read maps and decode 
messages using sequencing skills. 


Sailing 
In this simulation of a sailboat race, the student competes against a friend, the 
computer or the clock. Students will be introduced to the science of sailing, 
learning how wind direction and speed affect steering, as well as learning about 
different types of sails and sailing terminology. 


Billboard 


This utility turns the monitor into an electronic billboard. Students write messages, 






choosing from four type styles and six background colors. Messages may be 
saved on a data disk and edited. 
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Issue 10 (continued) 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 











Issue 11 


The Dark Tower 

In this fantasy Twistaplot adventure, students move an animated figure imeueti 
King Arthur's castle, searching for treasure. By mapping routes, and typing 
commands, students progress through the story. Critical thinking skills are 
enhanced. | 







Secret Coder 
Students encode messages using any of nine famous codes and ciphers, and 
create their own secret codes. Students also decode messages by analyzing 
letter frequency, counting bigrams and more. The students use critical thinking 
skills to plan the strategy, and the computer does the counting. 








Sticker Factory 

Students may choose from 10 sample sticker designs or design their own stickers 
to save, edit, and print. Students use language arts skills as well as art & design 
skills in this simple utility. 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 





Issue 12 









Wagons West 
In this historical Twistaplot, students travel west on a wagon train. Students 
choose items to bring along, follow the pioneer trails across four maps, learn Indian 
‘| sign language and make decisions throughout the journey. Students must read 

for detail and solve problems to reach California or Oregon safely. 












Newspaper Maker 
Students write, edit, and save newspaper articles, then lay out those articles ina 
newspaper format. Newspapers may be printed. 
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Issue 12 (continued) 
T-Shirt Puzzles 
Students use critical thinking and problem-solving skills to solve a series of 
challenging logic puzzles. Students choose puzzle pieces and place T-shirt 

machines in the correct order to recreate T-shirt designs. 











Micro-Toon 
Micro-Toon is an electronic comic strip. Students read an adventure that stars 
Red, her computer Einstein, and her favorite robot, Dudley. | 





Issue 15 


The Frog and the Fables 
In this language arts Twistaplot, students adventure through a forest and a castle 

to collect fables and match them to morals. If they are successful, they will free the 
frog king from the evil wizard’s spell. 


The Secret of the Sphinx 
In this text adventure, students read for detail and comprehension, and type 
commands to advance through the story. Three mummies have clues that will 
reveal the secret of the sphinx. Map skills are tested as students move through 
the pyramid by choosing cardinal directions. 3 


Who’s Who in Outer Space 
This database contains 150 entries on real and fictional outer-space personalities. 
This program encourages students to search through the database logically, by 
noting relationships between the entries. Students are introduced to the 
historical and scientific significance of the real-life personalities, and learn the 
source of the fictional personalities for further reading. 


Back Page | 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a math puzzle. 






























Issue 14 


The Funhouse Caper 
This Twistaplot is three mysteries in one. In each, the jeweled key to a room in the 
funhouse has been stolen, but the thief is different in each story. Students use 
map skills to search the funhouse, and read for detail and comprehension as 
they collect clues to solve the mystery. 














Inventors & Inventions 
This database contains over 150 entries of inventors and inventions. Students 
search through the database logically, by noting relationships between the 
entries. They are also introduced to the historical and scientific significance of 
the inventors and the inventions. 
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Issue 14 (continued) 


Cartoon Maker 
Students write, edit, save and print their own cartoons with this engaging program. 
Students may choose from 50 graphics, then write their own text to create eight- 
panel cartoons. 















Puzzler 
This program encourages both language arts and math skills as students create | 
crossword puzzles and crossnumber puzzles. Puzzles may be saved, edited, and 
printed with or without the answers displaved. 















Issue 15 


2088: An Oval Office Odyssey 
This science-fiction Twistaplot adventure finds the student running for reelection for 
President of the United States in the year 2088. Students select a running mate 
and make decisions throughout their campaign that will win some votes and lose 
others. Social studies, reading for detail and comprehension, and making 
inferences are some of the skills addressed. 













Keyboarding 
Students will utilize critical thinking and computer literacy skills as they use this 

typing tutorial to learn the correct fingering and location of the letters ona keyboard. 
A simple game tests students’ tvping speed. 













Roundup 
This math and strategy program introduces students to the concept of Venn 
diagrams (union, intersection, and union-minus-intersection). Students use 

problem-solving skills to lasso horses and avoid the cactuses, as they play 
against a friend or the computer. 













Estimator 
In this math program, students test their estimating skills as they choose a 
temperature range on a thermometer and then find a particular temperature within 
that range, or as they estimate the amount of elapsed time on a clock. 


Issue 16 


Tickets to America. 
This historical Twistaplot takes place in 1908. The student is an Italian immigrant 
traveling to America to make a new life. Students will use critical thinking skills, 
and read for detail and comprehension as they search for an affordable 

apartment, find a job and attend night school. Map skills are also reinforced. 
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Issue 16 (continued) 













Solar Pilot | 
This science program introduces students to the concept of solar energy as they 
pilot a solar-powered blimp through various weather conditions. If students are 

successful, they are promoted from Land Skimmer to Solar Pilot. 










A Traveler’s Guide to Fantastic Places 
This database contains over 150 entries of real and fictional places. Students 
search through the database logically, by noting relationships between the 
entries. Students may print all or part of the database and solve a series of 
challenging puzzles. 


Shifty Shapes 
This logic and strategy program challenges students to move shapes on the 

screen to fill in puzzle outlines. Students may rotate the shapes, encouraging skill 
in noting relationships, as they work against the clock to solve the puzzles. 














Issue 17 


Microagent of the Body Guard 
This science and science-fiction Twistaplot takes the student on an adventure 
through the human body. Students read for detail and comprehension to learn 
about the functions of various organs, and to solve the problems and questions 
posed by the villainous Baha Omen. 


Mission: Mix-up 

This critical thinking program challenges students to find the correct combination 
of fictional chemicals to solve a variety of problems. For example, when faced with 
crossing a scorching desert, students deduce that by combining the “transportation” 
chemical with the “animal” chemical, they will mix up a camel, and safely cross the 
desert. There are two levels of difficulty. 






Marvelous Menagerie 

_| This database contains over 150 entries of real and fictional animals. Students will 
search through the database logically, by noting relationships between the 
entries. Students may print all or part of the database, and solve a series of 
challenging puzzles. 





Basic Training 






Students will learn some BASIC programming commands as they solve a series of 
puzzles at CPU (Computer Programmers University). If students are successful, 
they will receive a reward. 
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Issue 18 


History Mystery 
Students adventure through a history museum in this Twistaplot adventure. They 
must read for detail and comprehension, make deductions and then type in 
commands to move through the museum. Students “meet” such characters as 
Confucius, Caesar and Edison in this winsome story. 























Letter Writer 
Students learn the proper form for writing business and personal letters with this 
language arts program. Students also learn the proper way to address a letter to 
the President, what information to include in a letter requesting a job interview, and 
more. The letters may be saved and printed. 


ScholastiCalc¢ | 
This math program is an introduction to spreadsheets. Students can create, edit, 
save, and print spreadsheets. 3 














Rose & Calumny 
The fearless adventurer Rose (“rows”) has been imprisoned by 

the evil witch Calumny (“columns”). This program is a series of challenging math 
puzzles, which students will use “ScholastiCalc” (see above) to solve. 







Issue 19 


Malice in Wonderland 
This language arts Twistaplot takes place in Wonderland. The citizens have been 
imprisoned by the Queen of Hearts and her Royal Hench cards. Students free the 
citizens by solving the Joker’s math puzzles. 


Animation Lab 

Students will use their sequencing skills as well as their art & design skills to 
create animated computer movies. Students may choose from a human, animal, or 
robot character, then position the character's limbs and joints for each frame of the 
movie. Movies may be viewed in continuous motion or time-lapse mode, and may 
be saved and edited. 


Calendar! 


This language arts and history program allows students to look at the Microzine 
calendar for daily historical memos, and create their own calendars with daily, 
monthly, or yearly memos. Calendars may be saved on a data disk and printed. 





Estimator 
In this math program, students will test their estimating skills as they estimate how 
many floors are in the Microzine building and how many slices are in a pie. 
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Issue 20 


Voyage to See What’s on the Bottom 
This language arts Twistaplot asks the student to find a treasure left by the lost 

civilization of Atlantis. Students communicate with the dolphin Nigel using English 
and dolphin “words” to direct Nigel across a map. 






















Interactions 
This science program challenges students to create a balanced ecosystem by 
selecting predators and prey, the rate at which they eat, and other variables. Ifa 
species overpopulates or becomes extinct, the game is over. 









Heroes & Villains 
This database contains over 140 entries of fictional heroes and villains. Students 
search through the database logically, by noting relationships between the 
entries. The program includes a print option. ; 






Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
| search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Baffling Birthday,” students will search for 

the true identity of twins. If students solve the mystery, they will receive a reward. 


Issue 21 


Robot Rescue 

This science-fiction Twistaplot adventure is a sequel to “Brain Drain” (issue 7). Your 
robot pal EZ-4U has been robot-napped by the evil Pnowo Ledge. By reading for 
detail and making inferences, students will rescue EZ and save the universe as 
well. 


Fill in the Blanks 
This language arts program enhances students’ understanding of parts of speech 
as they fill in the blanks in Microzine stories. Students can also write their own 


stories, assign a part of speech to each blank and then let a friend or the computer 
complete their story, with some surprising results. Stories may be printed with or 
without the blanks filled in. 


Fabulous Kids 

This database contains over 100 entries of real and fictional children. Students 
must search through the database logically, by noting relationships between the 
entries. Students also learn the source of the fictional personalities for further 
reading. Includes a print option. 
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Issue 21 (continued) 


Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 


to solve a mystery. In “Keeping Track of Time,” students will use their knowledge of 
time zones to crack the case. If students solve the mystery, they will receive a 
reward. 





Issue 22 








Haunted Channels 
This language arts Twistaplot enhances students’ skills in map reading and 
reading for detail and comprehension. The villainous U.H.F. (Ugly Horrible 
Fiend) wants to imprison everyone inside their television sets. Students must make 
|decisions and type commands to defeat the villain and save the day. 








language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write, edit, and save newspaper articles. 
Students then lay their articles out in a newspaper format, inserting Microzine clip 
art, and print their newspaper. “NewsPrint’ is on a separate, copyable disk that 
Students may use to create backup disks or to share with friends. 














Math Mall 
This math program challenges students to fill customer’s orders for alien pets by 
selecting the correct number of body parts. For exam ple, a customer might ask for 
pets that, together, will provide them with 24 spines and 16 tails. There are 10 
Stores in the Math Mall for students to explore. 













Monitor Mystery | 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “Flimflam at the Flicks,” students will discover who is sending 
secret messages from the Bijou Theater. If students solve the mystery, they will 

receive a reward. 

















Escape From ANTcatraz 
In this science Twistaplot, students are ants imprisoned in the notorious ant farm 


“ANTcatraz.” Students read for detail and comprehension, and map the ant farm 
to successfully return to their nest in the wild. Students also learn fascinating facts 
about various species of ants. 
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Issue 23 (continued) 


Greetings! 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, and print their greeting cards. “Greetings!” is on a separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Math Mall 
This math program challenges students to assist alien customers by choosing the 
correct number of food packages necessary to fill each order. There are 10 stores 
in the Math Mall for students to explore. 























Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Foul Play,” students will discover who 
sabotaged the school play. If students solve the mystery, they will receive a 
reward. 







Issue 24 



















Captains of the China Trade 
This historical Twistaplot places students on an 1806 trade ship, sailing from 
Salem to the Orient. Students must navigate from port to port by reading maps 
and identifying the latitude and longitude of each port, and by reading for detail 
and comprehension to make the wisest trades. 






Banner Maker 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, then print their banners in one of three sizes. “Banner Maker” is 
on a separate, copyable disk that students may use to create backup disks or to 
share with friends. 






Dr. Maxwell’s Molecule Magic 
This science program introduces students to the concepts of how molecules are 
affected by heat, volume and density. Students experiment with these factors as 
they attempt to create enough pressure to launch a rocket ship to the moon. 











Monitor Mystery 

Students read for detail and comprehension, use visual discri mination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Missing Wheel,” students will discover who 
took a bicycle wheel from Mr. Wright’s bicycle shop. If students solve the mystery, 
they will receive a reward. 
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Cosmic Heroes 

This science Twistaplot asks students to use their knowledge of the solar system to 
defeat the evil Sirius Lunatik. Students will analyze the database of information on 
the nine planets, and read for detail and comprehension as they adventure 
through our solar system. 


Blueprint Maker 


This language arts and math program is part of Microzine’s Desktop Publishing 
series, which includes issues 22 through 26. Students choose a blueprint for a toy, 
decorate it with one of the Microzine “decals” and print the blueprint. Simple 
instructions for assembling the blueprint into a three-dimensional toy are printed as 
well. “Blueprint Maker” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 





The Learning Machine 
This program is an introduction to the concept of artificial intelligence. Students will 
exercise their critical thinking and writing skills as they teach B.E.R.T.H.A. about 
a topic of their choice, and then play a guessing game with her. The more students 
teach her, the more challenging and fun the games become. There is a Microzine 

sample game included to get students started. 


Picture This 
In “The Wild West,” students play a computer version of “What's Wrong With This 
Picture?”. The student must identify the items that do not belong in the western 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 
























Issue 26 


The Wizard of Darkling Wood 
In this language arts Twistaplot, students must read for detail and comprehen- 
sion to return a stolen lantern to Scav, the friendly elf. Students will search four 

locations for clues and objects in this fairy-tale story. 













Congratulations! 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students choose from different borders, type fonts 
and graphics to create awards, certificates or diplomas. The certificates may be 
printed. “Congratulations!” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 


Math Mall 
This math program challenges students to assist alien customers by determining 
the correct percentage of liquid to fill each order. There are 10 stores in the Math 
Mall for students to explore. 
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Issue 26 (continued) 


Picture This 

In “Medical Mix-up,” students play a computer version of “What's Wrong With This. 
Picture?” The student must identify the items that do not belong in the doctor's 
office. If the student identifies all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 





Issue 27 


Constellation Odyssey 
This science Twistaplot adventure takes place in Star Town, where the constella- 
tions have fallen from the sky. The student replaces the constellations and then 
creates and names their own constellation by “connecting the dots” among the 
stars. There are four versions of the story, depending on which of the four seasons 
the student chooses. 


Rebus Maker 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students solve Microzine rebuses, then 
write, save on a data disk and print their own rebus puzzles, choosing from 100 
graphics. “Rebus Maker” also builds problem-solving skills. Students may copy 
“Rebus Maker” to create backup disks or to share with friends. 

















The Learning Machine 

Students “teach” the Learning Machine about a topic of their choice, and the 
machine then plays a guessing game using that data. Students can challenge 
friends with their games. “The Learning Machine” builds critical thinking and 
writing skills. ; 


Monitor Mystery 

In “The Mystery on the High Seas,” students read a story, then use a magnifying 
glass to search the scene of the crime for clues. Students use problem solving 
and visual discrimination to solve the mystery. If students solve the mystery, they 
will receive a reward. 





Issue 28 


Quest for the Pole 
In this Twistaplot adventure, students attempt to be the youngest explorer to reach 
the North Pole by land. Students must remember historical details and make 

deductions to succeed. There are three parts to the story. 
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Issue 28 (continued) 


Stationery Maker 

This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students design and print their own letter- 
head stationery, choosing from a variety of border styles, type fonts and graphics. 
Students may copy “Stationery Maker” to create backup disks or to share with 
friends. 











Sound Lab 
In this science simulation, students manipulate sound waves and create new 

sounds by using functions such as Cut, Paste, Copy, and Reverse. Students can 
save and edit their new sounds. 










Picture This 
In “African Animals,” students test their visual discrimination skills to search a 

picture for the animals which are native to Africa, and the animals which are not. If 
students are successful, they will receive a reward. 










Issue 29 
The Myths of Olympus 


In this language arts Twistaplot adventure, students find themselves caught in a 
maze in ancient Greece. By learning about the characters and plots of more than 
10 Greek myths, students escape the maze, meet Zeus, and are returned home 
Safely. 


Screen Artist 
This art & design program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students create, edit, save and print their 
own computer graphics. Graphics that are created with this program are compat- 
ible with the classroom-publishing programs in issues 30 and 31. Students may 
copy “Screen Artist” to create backup disks or to share with friends. 
























Light on Target 
Students discover basic scientific and mathematic principles of optics and 

geometry as they experiment with the properties of light to solve a series of fun and 
challenging puzzles. 


Picture This 
In “Desert Dilemma,” students search a picture to determine which objects and 
animals do not belong in the desert scene. If students are successful, they will 
receive a reward. Students build visual discrimination skills. 
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Issue 30 


Toward the North Star 
In this historical adventure, students become conductors and then stationmasters 
on the Underground Railroad in 1850. Students also learn about historical 

personalities such as Harriet Tubman, and Levi and Catherine Coffin. 
















Poster Maker 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students write text, add it to posters, and 
then print the posters in a variety of sizes using Microzine graphics, or graphics 
they create using “Screen Artist” in issue 29. “Poster Maker” is on a separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Contraptions 

This problem-solving program challenges students to build a contraption from 
such wacky components as a sleeping kangaroo, a toaster, and a barber’s chair. 
The goal is to rescue a friend from a high balcony. Students can save and edit their 
contraptions. 


Double Vision | 
In “Americana,” students test their powers of visual discrimination as they identify 
pictures in various stages of resolution. Graphics of historical personalities and 

objects that are uniquely American are included. 














Issue 51 


Volcanic Voyager | 

In this science Twistaplot adventure, students travel to volcanos around the world 
and discover facts about volcanos as they strive to defeat the villainous 

Dr. Volcay No. 












Presenting! 7 

This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students create slide show presentations, 
using Microzine graphics or graphics they create using “Screen Artist” in issue 29 or 
“Poster Maker” in issue 30. “Presenting!” is on a separate, copyable disk that 
students may use to create backup disks or to share with friends. 


Game Plan 
Students create, save, and play on-screen board games. Students design the 


board and determine the rules of the game, building valuable critical thinking and 
problem-solving skills. 
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Issue 31 (continued) | 


Monitor Mystery 
In “The Mystery of the Missing Mechanical Mutt,” students read a story, then use a 
magnifying class to search the scene of the crime for clues. Students use problem 


solving and deductive reasoning to solve the mystery. If students solve the 
mystery, they will receive a reward. 
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Charter Issue 


Where Is Piggy? 
In this language arts Twistaplot adventure, students must interview suspects and 
use their critical thinking skills to discover who stole their prize pug at the dog 

show. Students solve the mystery by making decisions throughout the story. 


Storybook Maker 
In this language arts program, the student wakes up to a day filled with fishy puns 
and wacky adventures. The student determines the plot of the story by reading for 
detail and making decisions. When the story is completed, the student can 
choose to read the story again or to print the story, complete with graphics. 


Video Garden 

This science program encourages students’ skills in noting relationships and 
observation as they select flower and vegetable seeds, plant them, water them, 
and watch them grow. Students may save their gardens on a data disk and watch 
them grow day by day. 

















Eye Spy : 

In “Fix the Farm,” students play a computer version of “What's Wrong With This 
Picture?”. The student must identify the items that do not belong in the farm scene. 
If the students identify all 10 items in 10 tries they can write to Scholastic for a 
certificate. Visual discrimination skills are tested. 





Issue 1 
















Safari! 
This science Twistaplot adventure takes students on an unusual safari in Kenya: 
students choose to be one of six African mammals. They learn critical facts for that 
animal's survival (for example, elephants stay with their herd for safety and take 
baths for good health), and then encounter situations where they must apply the 
information they learned. If they are successful, they can choose to print a page of 
information about that animal. Critical thinking skills are enhanced. 


Mask Maker 
This art & design program lets students create a mask by choosing from different 
hair styles, face shapes, eyes, ears, noses, and mouths. More than 2.5 million 

combinations can be created. Students can print their masks. 






Talk to B.E.R.T 
This introduction to artificial intelligence allows students to play a sample guessing 
game with B.E.R.T. about modes of transportation, or to write and save their own 


guessing games. The more the student teaches B.E.R.T. the more challenging the 
games become. Students are introduced to computer literacy skills and database 
concepts with this program. 
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Issue 1 (continued) 


Eye Spy | 
In “A Day at the Beach” students play a computer version of “What's Wrong With 
This Picture?” The student must identify the items that do not belong in the beach 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 

















Issue 2 


Crickety Manor 
This critical thinking Twistaplot adventure finds students in an old house, peopled 
by friendly ghosts. The goal is to locate the source of a voice calling for help. By 


typing in simple commands, students move through the house, reinforcing map 
skills, get and use objects, and finally make their way up to the attic where a 
pleasant surprise awaits. 







Graph Maker 
This math and social studies program allows students to create and print bar 
graphs or pictographs. There are 10 bar styles and 50 pictograms to choose 
from. For bar graphs, the student chooses the lowest and highest numbers for their 
graph and the computer scales the graph accordingly. For pictographs, the student 
indicates the number of items each pictogram represents. 


Math Ani-Mall 
Customers are lining up in the 10 shops at the Ani-Mall and it is up to the student to 
help the animal shopkeepers serve them. Students will test their math skills by 

making the correct change in each shop. 






















Micro Mystery 
In “The Case of the Garden Plot,” students read a story, use a magnifying glass 
icon to search the picture for clues, and then answer five questions to solve the 
mystery. In this program, someone has snipped the blossoms from Iris’ petunia, 
ruining it as an entry in the School Garden Show. If students are successful in 
solving the mystery, they may write to Scholastic for a certificate. Reading for 
detail, deductive reasoning and inference skills are challenged. 














Issue 3 


The Great Frankfurter ? 
In this Twistaplot adventure, students must help Uncle Frank, known as “The Great 
Frankfurter,” put on a spectacular magic show. Students are challenged to select 
the correct prop, costume and magic word for each trick to ensure the success of 
the show. Sequencing and critical thinking skills are enhanced. 
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Issue 3 (continued) 


Going Dotty 

This math and problem-solving program is the computer version of dot-to-dot 
puzzles. The students can choose to solve the Microzine puzzles or create and 
save their own puzzles. The dots can be numbered sequentially, (1, 2, 3...), by 
fives (5, 10, 15...) or by tens (10, 20, 30...) Puzzles can be printed as dots only, or 
as completed puzzles. 





Storybook Maker 


In “The Balloonatics,” students are whisked away in a hot-air balloon for a series of 


adventures. Students determine the plot of the story by reading for detail and 
making a series of choices. When the story is completed, students can choose to 
read the story again or to print the story, complete with graphics. 





Fuzzy to Focused 

In this visual discrimination program, students are presented with an unfocused 
picture. By pressing a key, the picture is slowly focused or resolved, step-by-step. 
The challenge is to identify the picture in as few steps as possible. There are 15 
puzzles to solve. 





Issue 4 














ZooStorm 
In this critical thinking Twistaplot adventure, students are called to the Isle of 
Sunny Days to correct the problems caused by a recent ZooStorm. The animals 
have become mixed up, with the head of one appearing on the body of another and 
with the tail of yet a third animal. Sample creations might include an ELE- 
CONSTRICT-ROO or ELEphant-boa CONSTRICTor-kangaROO. By using logic 
and strategy, the student reassembles the animals and saves the day. The 
graphics are delightful, as is the story. ; 


Jigsaw Puzzler 

In this problem-solving program, students can solve jigsaw puzzles on the screen, 
and print them. There are 30 Microzine Jr. puzzles for the student to solve and 
three levels of difficulty. , 


Math Ani-Mall 

Customers are lining up in the 10 shops in the Ani-Mall and it is up to your students 
to help the animal shopkeepers serve them. Students will test their math skills by 
selecting the correct number of toys from such shops as Yak’s Yo-yos to fill each 
customer’s order. 
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Issue 4 (continued) 









Eye Spy 
In “The Mixed-up Kitchen,” students play a computer version of “What's Wrong With 
This Picture?” In this visual discrimination program, students must identify the 
items that do not belong in the kitchen scene. If students identify all 10 items in 10 
tries they can write to Scholastic for a certificate. 








Issue 5 









Your Town 
In this social studies Twistaplot adventure, students ride a bicycle on a map of the 
town, searching for a missing birthday present. Students must decipher rhyming . 
clues about where the present might be hidden. Knowledge of the various jobs ina 
community, reading for comprehension and mapping skills are reinforced in this 
story. 


Board Silly 
This language arts and strategy program allows students to create and print their 
own board game. Choosing among four themes, such as outer space or sports, 

Students position instructions on the game board, choose or write their own playing 
cards, and then print the board game. 


















Micro Mystery ? 
In “The Case of the Class Trip,” students read a story, use a magnifying glass icon 
to search the picture for clues, and then answer five questions to solve a mystery. 
In this program, Wanda has wandered away, making her class-trip buddy Ramone 
very unhappy. Where is Wanda? If the students are successful in solving the 
mystery, they may write to Scholastic for a certificate. Reading for detail, 
deductive reasoning, and inference are skills students will test in this program. 


Something Fishy 

This delightful program tests students’ powers of observation and noting cause- 
and-effect relationships as they watch their computer monitor transformed into a 
colorful aquarium. Students can feed the fish, tap on the glass, or press the Space 
Bar for a series of surprises. 
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Program Index 


An Index of each Microzine and Microzine Jr. Program 


Use this index to learn the issue number where a program is described. For 
example, if you wanted to learn more about “Roundup,” look in the index, and 
turn to the issue listed. The content and curriculum areas of “Roundup” are 
described on that page. 





| Issue 

2088: An Oval Office Odyssey 13 
A Day at the Beach. Jr. 1 
Adventures in the Microzone 4 
African Animals 28 
Amazing Robot 3 
Amazing Robot Il | 5 
Americana 30 
Animation Lab 19 
Ask Me: Robert MacNaughton 1 
Ask Me: Tom Snyder 4 
Back Page 7-11,13 
Balloonatics, The Jr. 3 
Banner Maker | 24 
BASIC Training 17 
Big Nap, The 9 
Billboard 10 
Blueprint Maker 25 
Board Silly : Jr. 5 
Bookstore . 
Brain Drain ys 
Budget Maker 9 
Calendar! 19 
Captains of the China Trade | 24 
Cartoon Maker 14 
Case of the Baffling Birthday, The 20 
2 | Case of the Class Trip, The Jr. 5 
Case of the Foul Play, The 23 
Case of the Garden Plot, The Jr. 2 
2 Case of the Missing Wheel, The 24 
$ Certificate Maker 26 
City Blocks 7 
Constellation Odyssey 27 
Contraptions 7 30 
Cosmic Heroes 25 
Crickety Manor 2 
Dark Tower, The 11 
Desert Dilemma 29 
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Program Index . 





Double Vision 
Dr. Maxwell’s Molecule Magic 
Drawing Board 
Escape fromANtTcatraz 
Slt aed 

e 
Pepa Kids 
Fences 
Fill in the Blanks 
Fix the Farm 
Flimflam at the Flicks 
Fossils Alive! 
Free Store 
Frog and the Fables, The 
Funhouse Caper, The 
Fuzzy to Focused 
Game Plan 
Going Dotty 
Graph Maker 
Great Frankfurter, The 
Greetings! 
Haunted Channels 
Haunted House 
Heroes & Villains 
History Mystery 
Interactions 
Inventors & Inventions 
Jigsaw Puzzler 
Keeping Track of Time 
Keyboarding 
Learning Machine, The 
Letter Writer 
Light on Target 
Log-lt! 


Malice in Wonderland 
Marvelous Menagerie 
- Mask Maker 
Math Ani-Mall 
Math Mall 
Medical Mix-Up 
Melody Maker 
Micro Mystery 
Micro-Toon 
MicroAgent of the Body Guard 








Issue 

30 

24 

8 

23 

15,19 

Jr. Charter, 1, 4 
21 

5 


21 
Jr. Charter 
2 
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Program Index 
Issue | 
Mission: Mix-up 17 
Mixed-up Kitchen, The Jr. 4 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor 3 
Mystery of the Missing Mechanical Mutt, The 31 
Mystery on the High Seas, The 27 
Myths of Olympus, The 29 
Newspaper Maker 12 
NewsPrint 22 
Northwoods Adventure 2 
Olympic News 6 
Picture This 28, 29 
Pirates of the Soft Seas 5 
Poster Maker 30 
Poster 1 
Presenting! 31 
Puzzler 14 
Quest for the Pole 28 
Quizzler 9 
Rebus Maker 27 
Ride the Wind 2 
Robot Rescue 21 
Rose & Calumny 18 
Roundup 15 
Safari! Jr. 1 
Sailing 10 
ScholastiCalc 18 
Secret Coder 11 
Secret Files 1 
Secret Journal 8 
Secret of the Sphinx, The 13 
Shifty Shapes 16 
Shot Heard ‘Round the World, The 10 
Solar Pilot 16 
Something Fishy Jr. 5 
Sound Lab 28 
_Sound Off! 6 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 
Storybook Maker Jr. Charter 
Survey Taker 7 
T-Shirt Puzzles 12 
Tag 1 
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: Issue 
Talk to B.E.R.T. 1 
Tickets to America | 616 
Toward the North Star 30 
Traps 4 
Traveler's Guide to Fantastic Places, A 16 
Video Garden Jr. Charter 
Volcanic Voyager 31 
Voyage to See What’s on the Bottom 20 
Wagons West 12 
Where Is Piggy? Jr. Charter 
Who’s Who in Outer Space 13 
Wild West, The 7 25 
Wizard of Darkling Wood, The 26 
Word Ladder 2 
Your Town 5 
Zazoo Come Home 8 
ZooStorm Jr. 4 
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